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Tennis for Two, 1958 


Tennis for Two is incorrectly regarded as the first computer game. 


— A.S.Douglas created a version of Tic-Tac-Toe on an EDSAC vacuum-tube 
computer in 1952. 


Willy Higinbotham invented an interactive table-tennis-like game on 
an oscilloscope for visitors on a public tour of Brookhaven National 
Laboratory. 


— Willy Higinbotham was a physicist on the Manhattan Project and 
witnessed the detonation of the first atomic bomb. 


An analog computer was used along with custom-made circuits. 
The oscilliscope presented a side-on-perspective. 
The player had no screen representation. 


By rotating a knob, players adjusted the angle at which the ball was 
returned. 


To return the ball, the player pressed a button. 
The game caused the creation of the controller. 
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Spacewar!, 1961 


Spacewar was implemented on a digital DEC PDP-1 computer 
at the Massachusetts Institute of Technology. 


The gameplay involved two spaceships attempting to shoot 
one another while moving around a star. Player controls 
included clockwise and counterclockwise rotation, thrust, fire, 
and hyperspace. Re-entry from a hyperspace jump was at a 
random location. 


The only controls on the PDP-1 were simple front-panel toggle 
switches and the game designers added a control box to make 
the game easier to play. 


The game caused the creation of the controller. 
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Wikipedia: Two players using the front-panel of a PDP-12 
to play Spacewar! at the Vintage Computer Festival 
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http://www.computerhistory.org/timeline/images/1962 spacewar large.jpg 
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Computer Space, 1971 


e The world's first commercially sold, coin- 
operated, video game. 


+ * Computer Space was based on 
Spacewar! 

* The gameplay involves piloting a 
spaceship to evade attack by flying 
saucers and trying to shoot down the 
flying saucers. 


e Nutting Associates built 1,500 Computer 
Space machines, but the game was a 
commercial failure as it was too difficult 
to play. 
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Pong, 1972 


Nolan Bushnell left Nutting Associates and founded Atari with 
Ted Dabney. 
Al Alcorn is hired, but because of his inexperience, Bushnell 
asks him to develop a simple game with one moving spot, two 
paddles, and digits for score keeping: Pong is born. 

Pong is the first commercially successfully, coin-operated, 
video game. 

Pong is a simulation of table-tennis. The gameplay involves 
players using a paddle to hit a ball back and forth. 

Ralph H. Baer, the inventor of the Magnavox Odyssey, which 
inspired Pong's development, sued Atari. There was an out- 
of-court settlement. 

— Magnavox Odyssey was the first TV video game. 


copyright 
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First Atari Pon g/ 


“The original Atari Pong was in fact a small 2 foot high 
unit that was placed on a barrel at Andy Capps (bar) and 
caused the infamous phone call from Andy Capps owner 
to Atari telling them to come take their game back 
because the thing was broke. Allan Alcorn, the designer 
drove out to Andy Capps and upon examination found 
that the coin mech had overflowed with quarters and 
had shorted out. From there on it was history. “ 


http://www.atarimuseum.com/ = 2 
playtest 
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Gran Trak 10, 1974 


A single-player racing game from Atari. 
The first driving arcade game. 
The first arcade game to use ROM memory. 
— ROM was used to store the track and the sprites for the car. 


The player had a steering wheel, a 4-position gear shifter, and 
two pedals (accelerator and brake). 


The gameplay involves trying to get round the track as fast as 
possible, avoiding barriers and oil slicks. 


An accounting error had Gran Trak 10 selling for $995, when it 
cost $1095 to manufacture. 
— http://www.armchairarcade.com/aamain/content.php?article.102 


The game caused the creation of the game controls. 
accounting 
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Dr Andy Brooks 


10 


Colossal Cave Adventure, 1975-1977 


The first computer adventure game. (Non-commercial.) 


The game was originally designed by Will Crowther who based the 
layout on part of the Mammoth Cave system in Kentucky. 
“Crowther reproduced portions of the real cave so faithfully that 
cavers who have played the game can easily navigate through 
familiar sections in the Bedquilt region on their first visit.” 

— http://en.wikipedia.org/wiki/Colossal Cave Adventure 
The gameplay consisted of using verb-noun combinations to 
navigate a map, coupled with the need to pick-up and use objects on 
route to overcome obstacles. 
Many versions of the game were created using traditional 
programming languages, yet other versions were written using 
languages designed for use by interactive fiction engines such as 
Infocom’s Z-machine. 


The program, making use of existing keyboard and screen, required 


no new game controls. A po... CA 
interactive fiction 


Memorable lines from Colossal Cave Adventure (Wikipedia) 


Rubbing the electric lamp is not particularly rewarding. Anyway, nothing 
exciting happens. 

A huge green fierce snake bars the way! 

(When trying to kill the snake, a dragon, or such:) 

With what? Your bare hands? 

(When trying to kill the bear) 

With what? Your bare hands? Against his bear hands? 

(If you try to feed the bird:) 

It's not hungry (it's merely pinin' for the fjords). — a reference to Monty 
Python's Dead Parrot sketch. 

(If you hit the bear after feeding it:) 

The bear is confused. He only wants to be your friend. 

The game responds to a frustrated player's swearing with watch it! and to 
commands to eat inappropriate things (e.g., the bird, the snake) with Yecch! 
A sign at a stone bridge warns, "Stop, pay troll." 


creativity 


Adventure for the Atari 2600, 1979 


* The game was the first video game to allow the player 
to explore a large multi-screen game world. 


* The game contained the first “Easter Egg” — the 
author's signature was hidden in a secret room. 


e The Atari 2600 made the plug-in game cartridge 
popular. 


— The FairChild Channel F was the first to use game 
cartridges in 1976. 


e Atari consoles were sold with a joystick. 


e Thejoystick was easy to use and was one of the first 
examples of a generic controller. 


* Gameplay had to adapt to work with the joystick. 


M U D, 1980 Version 3 


The first MUD (Multi-User Dungeon), was created and 
written by Rob Trubshaw and Richard Bartle at Essex 
University in the UK. 

— “In Spring 1980, we got our first external players logging in and 

trying the game out...” 

The gameplay involved players interacting with each other 
and the virtual world (rooms, objects) by typing commands 
that resembled a natural language. Players achieved the 
rank of wizard after gaining enough points. 


Modern games like World of Warcraft and social virtual 
worlds such as Second Life have their origins in early MUDs. 
The program, making use of existing keyboard and screen, 
required no new game controls. 


The growing availability of computer networking led to the 
increased popularity of MUD. 


Battlezone, 1980 


An arcade game from Atari designed by Ed Rotberg. 
The first, first-person, three-dimensional game. 
A wire-frame view was displayed using vector graphics. 

— Since the speed of refresh was roughly inversely proportional to how 
many vectors needed to be drawn, the wire-frame view appears rather 
primitive. 

Gameplay took place on a plain with a mountainous horizon, the 
objective being to destroy other tanks. 

Players used a novel periscope viewfinder, but this was removed in 
later versions for various reasons. Short players could not reach the 
periscope and it was difficult for non-players to follow the game. 

A version was produced for the U.S. Army for training gunners on the 
Bradley Fighting Vehicle. (Serious gaming.) 


The game cause the creation of the periscope device. 


serious gaming 
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http://www.ggdb.com/ 


Defender, 1980 


A horizontally-scrolling, shooter arcade game from 
Williams Electronics. 


This was a challenging game to play because the 
controls consisted of five buttons and an up-down 

joystick. The game, nevertheless, slowly became a hit. 
— “Defender is, quite possibly, the hardest significant game 

there is” John Harris, Gamasutra 

Defender was the first game to feature action outside 
of the play area. The player had to constantly monitor 
a small radar. 


Did the design of the gameplay cause the unique set of 
controls? 
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